APPENDIX A 


C:\Documents and Settings\ jhugginsNLocal SetcinasXTemoorary internet Files\0LK4\Opp.n n/^i ./POOl *:00pm 

//this is an example of intercepting an opengl call, and converting it into dual Direct3dS. 

//This is one of the simplest examples possible. 

//'some runctions aont require much work at all. 

//Other functions require extremly complex data conversion . 

//this ClearDepth function, happens to be very similar to its d3d8 equivalent function 
// wc know the val for cfepth is (0-1) whiuli in name tor input of d Jcftf ' s clear function* 
// thus no conversion of data required, just redirection. 
// If any conversion is required, it is done inside Opengl32 . cpp. 

// -- --- 

//OPZNGL32.CPP 

//header for real function* written by sgt nponr:r. 
void { stdcall* real_glClearDepth) (GLclampd depth); 



//During init, we retrieve a pointer to the real ooengl function 

real_glClearDepth * (void (_stdcall * ) (GLclampd depth) ) GetProcAddress (DLL Inst, "glClear Depth") ; 


//inside our opengl32.dll wrapper, our pseudo function looks like this : 
dgciUp«c (dllcxport) void otdcoll glClearDcpth (GLclauipU U<ruLh) 

if ( conver tTOd3d8 ) 
H" i //activly convert i ng xt roam ^(-n d3d&dusl 

p //preform any necesary data conversion here. 
q d3d_glClearDepth (depth) ; 

N». else 

y, {//pass through, debug mode, normal OpenGL operation . 
P real_glClearDepth (depth) ; 

m } 

m _ 

/%£OAL.CPF 

//The opengl32 .dll wrapper callo thi3 function provided by our DualF&uderiny System, 
vHd d3d glClearDepth( float depth) 

(Q 

pj dual_oIClearDepth (dftpth) ; 

} 6 

/fctzhe dual glClearDepth issues the commands to the 2 video cards. 

void dual_glClearDepth (float depth) 

( 

if (g_d3ddevl !- NULL) 

< 

g d3ddQvl->Clear (0,NULL, D3DCLEAR ZBUFFER, D3DC0L0R XRGB (0x00, 0x00, 0x00) , depth, 0) ; 
} ~ 
if is d0ddcv2 i- NULL) 
{ 

g_d3ddev2->Clear (0, NOLL, D3DCLEAR ZBUFFER, 03DCOLOR XRGB (0x00, 0x00, 0x00) , depth, 0) ; 

) 

) 


